Dear Pen Power: 

I was having trouble 
keeping track of my 
Penny Power magazines. 
I decided to take a large 
empty cereal box and cut 
out one of the narrow sides. 
It makes an excellent mag- | 
azine holder. It was fun 
to make and it saved me 
money. 

Lisa Gol 
Fort Bliss, Texas 


Dear Pen Power: 

Just yesterday we were 
really famished. We craved 
pizza. But instead of going 
to the pizza parlor next 
door and spending money, \ 
we made English muffin 


Paula E pdt 
Manoush Zomorodi 
Princeton, New Jersey 


Dear Pen Power: | ў 
My brother and I both Е 
like root beer. I was look- š 
ing through a cook book 
and found a homemade 
root beer recipe. We made 
it. It was Just as good as 
store-bought root beer and 
the ingredients weren't 
expensive. 
Martha Hodge 
Moccasin, Montana 


We love to hear about things you make your- 
self. Thank you Lisa, Paula, Manoush and 
Martha. 


Dear Pen Power: 

I noticed an error in the October/November 
issue of Penny Power. The dates for Hanukkah 
are wrong. Could you please correct this in your 


next issue? 
Stefanie Wallach 
Mohegan Lake, New York 


We sure will, Stefanie. The first Hanukkah 
candle is lit on the evening of December 7th. 
The final candle is lit on December 14th. 
Thanks for catching our mistake. 


” cial offer—a free sticker 


Dear Pen Power: ER 
А pen from my callig- fi? 
raphy set broke. Since the 
set was only one year old, 
I was quite disappointed. 
I wrote to the company. 
They wrote back and told 
me I would receive a new 
pen in a few weeks. About 
two or three weeks later I 
received not just one pen, but a whole set of six 
pens! If something breaks, write to the company. 
Theyre usually nicer than you'd expect. 
Christine McKenzie 
Palm Coast, Florida 


Dear Pen Power: 

I sent $1 (to cover post- 
age and handling) toa 
sticker company for a spe- 


album and free stickers. 
They never came. SoI wrote ` 
to the company. Last week 
I received my free album, 
over $13 worth of stickers, : 
my dollar back, and an apology. If you send 
money to a company and don't receive anything, 
take action and write a letter. [m sure glad I did. 
Abby Goldberg 
Brooklyn, New York 


As Abby and Christine discovered, it pays to 
write a letter when you have a problem. 
Explain your problem, be polite, and make a 
copy of your letter. If you don't hear from the 
company within a month or two, write again. 


If you have something to share with our 
readers, send your letters to: 


PEN POWER 

Penny Power Magazine 

256 Washington Street 

Mt. Vernon, New York 10553 


illustrator — Paul Harvey 
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The 6th Annual 
= Penny Power Toy Test ..............page 2 


Take 10 new toys. Add 16 testers, aged 8 to 
13. Stir up a day full of gasps, giggles and 
disappointments. The results may help you 
spot the stars among this year's new toys. 


Books to Keep 
You Busy .........................page 8 


Tired of TV? Take the time to tease your 
brain, tickle your tongue and thrill your 
fingers. These three books show you how. 


The Making of a 
TV Commercial ...................... page 10 


You've probably seen the GoBots Com- 
mand Center commercial. Here's the inside 
story on the months of planning, the hours 
of filming and the buckets of money that 
went into making it. 


Can spelling and sentence-building be fun? 
You bet! That's the opinion of a group of 
Penny Power kids who tested these nine 
word games. 


The Everything Thing ... page 19 


What's delicious? And nutritious? Are you 
getting suspicious? It’s a treat people have 
been happily munching for centuries. And 
it’s got lots of other uses, too. 


DEPARTMENTS 


Реп Кошек БОНО аа са А телдеу вә, Жаланаш кер ERRORS PLE 
The Penny Power Club ..................................................... page 14 
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wu Toy Test 


Can you pick the Penny Power toy test favorite? 
It’s one of the two toys shown here with Matthew and 
Pamela. The other toy is the test loser. It was voted 
the least popular toy after 16 kids spent a day play- 
testing it and nine other new toys and games. 


For the past six years, Penny Power has invited 

kids aged 7 to 13 to play-test toys. The kids 
change every year. So do the toys. But some 
other things don’t change. 


This year, as usual, a few items drew 

ooooohs and aaaaahs at first 

sight. Others hardly drewa 

brief glance. But the opinions of 

» the testers often changed after 
_ they tried out each one. That's 


— — usual, too. The two toys you see 

—" 3 Вебе made especially big jumps. Both 

were about equal in popularity at first — 

right in the middle of the group of 10. By the end 

of the day, one sank to the bottom. It was liked 

the least. The other shot to the top. It turned out 
to be the testers’ favorite. 


As you read the following descriptions, see if you can figure out why this happened. See 
pages 6 and 7 to find out if you guessed right! 


аы, Sete ta be res ti ina 


The Animal ($18) Made by Lewis Galoob Toys, Inc. 


The facts: The box 
holding this rugged- 
looking vehicle says, “It 
climbs where the others 
can’t.” The fat wheels 


sweaters, and cardboard boxes. 
Our testers challenged the Ani- 
mal with all sorts of obstacles, 
and it tipped over more than it 
climbed. Five of the kids said it 


look normal until they Кеп pde didn’t live up to its dramatic 
hit an obstacle. Then claws come out." TV ad. 

each wheel has three Matthew The vehicle only trav- 
sets of plastic claws that els forward (when it trav- 
pop out and help it crawl els at all). It won't turn or 
over the hump. You can back up or shift gears. 
also lock the claws in “The switch is hard to That’s why most testers 
place for more traction. { turnonandoff.” John became bored with it 


after a while. But some 

still appreciated its pow- 

erful drive and creepy 
claws. 


The Animal runs on 
four C-cell batteries. 


The reaction: 
Maybe the Animal can conque 
mountains. What it doesn’t 
climb over so well are 

bookbags, notebooks, 


r 
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“On TV it goes over every- 
thing. But when I tried those 
things,it didn’t work.” 

Thomas 


*Prices may be different in your 
neighborhood stores. 


14-page instruction booklet explains how.) You can 


It comes with a microphone and headphones. Star 
Studio runs on four D-cell batteries. It has a 90-day 
warranty. 


The reaction: Everyone loved Star Studio — 
until they tried to use it. The complicated instruc- 
tions stopped them cold. But once an adult ex- 
plained how to work it, the music flowed on. The 
testers loved singing along with Michael Jack- 
son and Cindy Lauper and then having a tape 
of the results. Shy kids preferred singing as 
part of a background chorus, but a few 
“stars” didn’t mind belting out the melody 
for ail to hear. 

Two problems with Star Studio did show 
up. The microphone wasn’t very sensitive. 
Kids had to sing so loud they felt uncom- 
fortable. And it was tricky to get the tapes 
set just right to record. But most testers 
sat grinning as they listened to the play- 
back of their duets with Madonna. 


—— n 


The facts: Kaboomers is a snap to set up and a 
cinch to pack away. It's simply one soft ball and 
two inflatable paddles. You use your hand, not 
your mouth, to blow up the paddles. They inflate 
when you squeeze the handles. The box describes 
three simple games to play indoors or out. 


The reaction: Most testers got a kick out of play- 
ing an active paddle game inside. Just a bit of open 
space provides enough room for an exciting back- 
and-forth volley. The ball bounces off the paddle 
with a satisfying "ping," but it's too soft to harm 
furniture. (The same can't be said for leaping chil- 
dren, so it's wise to use it in a play area.) 

Noone had any trouble pumping up or deflating 
the paddles. Some kids did have trouble hitting 
the ball, however. Kaboomers 
requires good coordination and 
can be frustrating for younger 


When testers took Kaboom- | 
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Made by Gabriel. 


The facts: Star Studio has two tape decks that let you 
record your own voice on top of other sound tracks. (A 


also copy tapes on it or play it like a regular tape deck. 


Made by Ideal Toys. 


TN 
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ers outside, they had less fun. The ballbecame 
harder to spot. Players had to stand quite close 
together because the ball wouldn't travel very far. 
The kids agreed that lots of other outdoor games 
are better. 

Kaboomers-players need to take care 


ofthe equipment. There's only one 
ball that's easily lost, and two 
paddles that are easily popped. - 
If any one of the three parts goes, # 
the game is over. ' 
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Made by Coleco Industries, Inc. 


The facts: These creepy creatures have two 
power sources. Batteries run the whirring, 
flapping wings. The second source is your 
hand. The Sectaur’s body is really a glove that 
slips onto your right hand. Then you can fly 
your super-hero or villain wherever it wants 
to go. 

Each of the four different Sectaurs comes 
with an action figure and a number of battle 
accessories. 


The reaction: The testers’ opinions of Sec- 
taurs improved with play. The hand puppets 
weren't favorites at first, but they became 
more popular as the day wore on. The kids 
had fun trying to recreate the exciting mid- 
air battle they'd seen in the TV commercial. 
They especially liked the snapping jaw of the 
Spiderflyer. Our younger testers enjoyed the 
fantasy adventures these creatures inspired. 


Made by Milton Bradley Company. 


The facts: This board game for two players comes 
with 16 plastic ghosts. The eight with blue dots are 
“good” ghosts. Yellow dots mark the “bad” ones. 
Each player gets four of each, and hides the tell- 
tale colors from the other player. The game is 
played something like checkers, except that you 
never know if you're capturing a good or bad ghost 
until the deed is done. There are several ways to 
win (or lose). 


The reaction: Simple board games rarely 


do well in our toy tests. It's hard to sit still and 
concentrate while nine other more active toys are 
clamoring for your attention. But Ghosts held the 
testers' interest longer than usual. The rules are 
simple, the action is fast, and the game is short. 
The element of surprise when you capture a ghost 
is fun, too. 

You can rely on pure luck or develop a sneaky 
strategy, so Ghosts appealed to both younger and 
older players. But the simplicity that makes it easy 
to learn can make it boring to play after a while. 

It just isn't as 
challenging as 
Monopoly, Clue 

or Trivial 


Pursuit, said 
the kids. 


Made by Parker Brothers. 


The facts: This construction set looks like Lego 
and Loc Blocs. But it goes one step further. You 
can lock the 90 or so blocks to each other, using the 
little green screwdriver. Your creation stays 
snapped together until you take it apart. 

In addition to blocks of various shapes, the set 
comes with a figure, wheels and more. The instruc- 
tion booklet tells how to make a dragster, rocket 
launcher and three other vehicles. We tried the 
Intermediate Set. Other levels are available. 


The reaction: Everyone thought this was “just 
another construction set” at first. It was the least- 
liked toy at the beginning of the day. But one tester 
after another had fun using the clear instructions 
to create colorful rolling cars. The cars had no motors, so they 
„аЛ had to be pushed along. But the kids enjoyed the cars because 
ES. e` they'd built them block by block. 

c € : _ However, it’s not easy to build your own creation. If you 
ч Sg we M sc as ignore the plans, the Construction Company can be frus- 
š wo trating. Everything must be built from the bottom up. 
p. You can't decide to add something underneath later on. 

= And it’s not easy to take the blocks apart. 
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Made by Parker Brothers. 


The facts: This set is designed to make a pool table out of most 
ordinary tables. An elastic net stretches between each of the four 
corner pockets. The 10 balls are lightweight and the pool cue is 
plastic. An instruction booklet provides rules for several differ- 
ent pool games. 


The reaction: This year’s reaction to Nerf Pool was much like 
last year’s opinion of Nerf Ping Pong: the game is fun, but not 
quite like the real thing. The pool balls are one problem. They 
are very light and don’t move solidly 
when hit. It takes practice to 
adjust to the way they bounce 
off one another. Because there is 
only one cue stick, it must be 
passed from player to player. A pow- 
erful stroke can send a ball over or 
under the border net. 

Nerf Pool is quite difficult to set up at | 
first. Our original table was too thick апа 
we had to find one with a thinner top. Even 
with a perfect table, it took the testers more 
than 30 minutes to get ready to play. With prac- 
tice, the set-up went faster. 

The idea of a portable pool game was appealing to 
the testers. But kids who had played real pool said 
Nerf Pool just couldn’t compete. 


Made by Milton Bradley Company. 


The facts: Turn on the switch and suddenly the 
“bed” is bouncing with dozens of little plastic bed 
bugs. Two to four players use tongs to capture green 
bugs, then red, and so on until all the bugs have 
been snatched up. The player with the most bed 
bugs wins, of course. The game requires two C-cell 
batteries. 


The reaction: It’s easy to spot a corner where Bed 
Bugs is being played. If you don’t recognize the 
game’s loud chattering noise, just listen for the. 
squeals and giggles of the players. It’s a fast and 
noisy game. 

Players need flying fingers and good coordina- 
tion. Maybe that’s why the older testers did better 
at cornering bugs. The bugs bounced so fast that 
almost as many popped off the bed as were caught! 
After a few hours of play, one game’s cardboard 
bedspread bent. It didn’t bounce the bugs as well 
as it should have. 


The facts: It’s big and brightly col- 
ored and battery-powered. A six-foot 
wire connects the 26-inch plastic 
warrior to a simple control box. This 
Voltron can either go straight ahead 
or turn while traveling backwards. 
After a few minutes of practice, it’s 
fairly easy to control the direction. 
It took an adult 30 minutes to screw ( 
Voltron onto its base and stick on the decals. It requires two 
C-cell batteries. 


The reaction: It didn't take long for most testers to decide that\ 
this Voltron wasn’t much like the popular TV hero. First its arm 
fell off. Then its fist clamp wouldn’t hold the sword. Finally, it got 
stuck on its own cord and refused to move. 
Kids who expected to transform the warrior into its famous 
parts were disappointed. With this Voltron, what you see 
is all you get. And it’s a very noisy fellow, testers com- 
plained. By the end of toy-test day, only a few younger 
testers still enjoyed it. They pointed out its worst 
qualities: 
It looks impressive but doesn’t act impressively. 
It does the same two things over and over. 
It’s not creative or imaginative. 
Friends can’t play along with you. 
Did you spot Voltron as the surprise 
disappointment of toy test day? 


Made by Schaper Manufacturing Company. 


The facts: The set comes with two zippy Stomper 


Speedsters. They zoom along a skinny plastic track 
you piece together from 20 sections that are each 
two feet long. You can add on a bridge, several lane 
changers, two lap-counters and an obstacle course. 
The two cars can be used with or without the race 
track. They each require one AA-battery (included 
in the box). The set provides plastic clips (adaptors) 
that fit onto other Speedsters. That makes them 
able to run along the track, too. 


The reaction: In past years, we've tested several 
car-racing sets. But this one is the simplest and 
the most creative to set up. The testers went wild 
designing tracks full of curves, loops and obstacles. 
The track was flexible and very easy to connect. 

The Speedster cars, however, were too much of 
a good thing. They went too fast. They often 
skipped off the track and headed out into the dis- 
tance. It took two alert kids to keep tabs on both 
cars. After a few hours of play the batteries wore 
down a bit and cars went slower. UIS they stayed 
on the track better. | 


E 


Think about the toys being advertised on TV 
right now. The action in the commercial may be 
exciting. But what about the toy itself? Is it truly 
different, and easy to use? Does it let you be cre- 
ative when you play? Or will the toy be the same 
time after time? You can figure out for yourself 
which toys are better bets for long-term fun! 


—— 1 


The kids had so much fun setting up the track 
that they didn't mind the track-jumping Speed- 
sters. What is set up, however, must eventually be 
packed away. The 40-foot track takes up a lot of 
room. You probably won't be able to leave it out for 
long, unless you have a lot of spare space at home. 

Did you pick the Speedsters set as the suc- 
cess of the day? Our testers didn't at first. When 
toy test day began, only four of the 16 kids thought 
the set looked really interesting. After hours of 
play, that number had soared to 10. (The other six 
kids also liked it, but not quite as much.) 

What made the Speedsters set so popular? It 
has many of the qualities of a good toy: 

Its new and different. 

It's easy to use. 

You can use your imagination when 

creating the track. 
With two cars, you'll be 
entertained whether 
you're playing alone or 
with a friend. 


———[ нч таво 6 


One tester got a fright when her shirt was caught 
up by The Animal’s wheels. An adult had to care- 
fully unwind the material from the axle. Another 
tester slightly cut himself on a plastic bridge in 
the Speedsters set. This set also contains pieces 
small enough to be swallowed by a young child. So 
do three other toys: Bed Bugs, The Construction 
Company and Sectaurs. All 10 toys are made for 
older kids and should be kept out of the reach of 
children younger than 4. 


Keep You 


Do you ever get the rainy-day blues? You knock 
about the house with nothing to do. One way to 
wash away those blues is to crack open a book with 
lots of projects you can do. 

We asked librarians and teachers to recom- 
mend books like this for kids. They suggested sev- 
eral. But we wanted to be sure kids would like 


by Camilla Gr yski 


Wostroned by Tom Son 


£3 


them, too. So we asked Penny Power readers | | 
around the country to review them. 

The three books described here introduce kids to 
things people did for fun long before there were 
TV's. Are these things still fun today? Here's what 
our reviewers thought. 


ZOUN DS! by Frederick R. Newman, Random House, 56 pages - $4.95 


“It’s an excellent book about sound effects you 
can make with your mouth.” 
Kirk Rasmussen, age 12 
Omaha, Nebraska 
“It’s a neat book. Kids would like it.” 
Brian Harris, age 11 
LaVergne, Tennessee 


“It teaches you how to sound like animals, 
instruments and lots of other things. They’re 
challenging to get perfect.” 

Carole Ann Zahumeny, age 10 
Cranford, New Jersey 


“I liked the humor, but some sounds were hard.” 
Travis Stevens, age 12 
Brattleboro, Vermont 


Our four reviewers thought this was an excellent book. 
They had fun learning how to sound like such things as 
a refrigerator door opening or a gurgling stomach. To 
make the sounds, you use mainly your mouth and hands. 

The author said that when he was young, he loved to 
listen to storytellers jazz up their tales with sound effects. 
He wrote the book to show kids today how much fun that 
kind of storytelling can be. That’s why he included five 
stories you can tell, which let you use the sounds you’ve 
learned. “My parents enjoyed the stories, and I enjoyed 
doing them,” said Travis. 

The kids thought the directions were clear. Tucked in 
the front of the book is a plastic stereo record that lets you 
hear how some of the sounds are made. 


From Zounds! by Frederick R. Newman, illustrated by Elwood H. Smith, Random House © 1983 


by Camilla Gryski, 


CAT’S CRADLE, OWL'S EYES: »ycamiaeryski oc ра, 


A BOOK OF STRING GAMES 


“It teaches string games that were developed in the 
Far East and by South and North American Indians. It 
taught me tricks I probably would never have learned.” 

Amy Morneweck, age 12 
Cranford, New Jersey 


“The games were challenging and fun.” 
Jean Chung, age 11 
Cranford, New Jersey 


“It shows pictures of each step.” 
Jenni Campbell, age 10 
Manchester, Massachusetts 


“The book was hard in some places. I could enjoy 
doing these games when I got bored.” 
Sara Vallance, age 11 
8 LaVergne, Tennessee 


78 pages- $6.95 


What do you need for these games? A piece of string, 
a pair of hands and patience! Step-by-step directions 
show how to loop and twist the string around your hands 
so it looks like different things. One of our reviewers’ 
favorites was making the string look like a winking eye. 
There are directions for more than 20 other designs. The 
book also gives all the steps in the game Cat’s Cradle. 

Our reviewers thought most of the directions were 
clear. But they felt a few were a little hard to follow. 
Jenni, Jean and Sara really liked the book. Amy 
thought some games were too easy. She’s clearly very 
experienced at string games. This book might be best for 
kids who know a few string games and want to learn 
more. 


° by Steven Caney, 
KIDS’ AMERICA Workman Publishing, 414 pages- $9.95 


“This is a book about American kids and what 
they liked to do through the years. It’s full of proj- 
ects kids of all ages can do by themselves, or better 
yet—together.” 


Jennifer Stroud, age 10 
Omaha, Nebraska 


“It has clear instructions and diagrams.” 
Leigh Ann Curt, age 11 
LaVergne, Tennessee 


“The projects are excellent and really fun.” 
Danny Neri, age 11 
Islip Terrace, New York 
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“It’s like 20 different books jammed into one fun- ? 
filled book. If you like to cook, there's a section on 
cooking. I tried the recipe for soft pretzels. My 
whole family enjoyed them!" 

Jeff Smith, age 11 
Manchester, Massachusetts 
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Here are some other things our reviewers 


enjoyed making from this book: 
e A quill pen e Paper-doll chains 
e A peashooter e Domino trains 
e S'mores e A tree house 


e A coat-of-arms 


There are also directions for how to juggle, whit- 
tle a block of wood, make a blade of grass whistle, 
tell ghost stories, and much more. Besides these 
old-time favorites, there are some newer activi- 
ties, such as how to play games on a calculator or 


tunes on a touch-tone phone. Most of the projects From Kids’ America by Steven Caney, Workman Publishing © 1978 
don’t cost much. They mainly use things you can getting the larger piece was supposedly granted his 
find around the house. wish.” 

The book also gives the history of many of the Our reviewers really liked this book. “It teaches 
activities. For example, did you know kids in you about the U.S.,” said Jeff, “and gives you 
Colonial days made wishes on pretzels? The book something fun to do in your spare time.” 


explains how: “Two people would each hook a fin- 
ger through the pretzel loops and pull — the one 


Г E e 
The = — ie island of Kauai. Use your 


This string figu d you can really see the eye wink 


imagination an 


If you're interested in one of 
these books and yourlibrary 
doesn’t haveit, talk to the 4 
librarian. Many are glad to 
order books kids want. 
Or ask a bookstore to 
order it for you. It 
usually takes two 
to six weeks for 
orders to arrive. 


1. Hang the string loop over the fingers (bu noi the 
ято) of your left hand 


Your index finger ала thumb take the Deck 
Š Venger hehangeg cop. wasp a the way around 
your left index finger, then bong 4 forward to hang up 2 
on your thumb. 


ex finger and thumb pull out the loop 
© ur teft index finger to share it with your iet 
0 Be careful not to twist the loop when you do 
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From Cat’s Cradle, Owl’s Eyes: A Book of 
String Games by Camilla Gryski, 
illustrated by Tom Sankey, William 
Morrow and Company © 1983 9 3 


illustrator — Terry Sirrell 


Command Center 


It lasts only 30 seconds. 

But more than 40 people spent nine months 
getting it ready. And it cost more than $50,000! 

What is it? A TV commercial for the GoBots 
Command Center. 

A lot of careful planning goes into commercials. 
People who make them want to present a product 
in just the right way so you'll want to buy it. 
Sometimes they present a product fairly. Other 
times they make it seem better than it is. Either 
way, commercials can lead you to buy things you 
later wish you hadn't. It’s tough to stand up to an 
army of people who are trying so hard to make you 
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Toy companies study kids like you carefully. 
They want to learn who'd be most interested in 
owning the toy they plan to advertise. They call 
those kids their target audience. The commercial 
a be aimed at them. 
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To pick a target audience for the Command Cen- 
ter, people at Tonka Toys looked at survey reports 
on who bought action figures (like He-Man). They 
thought kids who liked action figures would also 
like GoBots robots. The surveys showed that action 
figures were bought mainly by or for 5-to-9-year- 
old boys. So Tonka decided the target audience for 
all GoBots products would be boys 5 to 9. 


The GoBots 


Commercial 


Chorus: “GoBots!” 
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The Making of a 
TY Commercial 


buy things. 

But if you know how they work to persuade you, 
you might watch commercials more wisely. That’s 
why Penny Power is presenting the inside story 
on the making of one commercial. It tries to sell 
the Command Center (a robot space station from 
Tonka Toys). 

Work on the commercial started in the fall of 
1983. It went on TV in August 1984, just as the 
first Command Centers appeared in stores. The 
pictures along the bottom of this story show scenes 
from the commercial. Here’s how it was made. 
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Next, the toy company had to figure out how 
best to reach those boys. Studies show they watch 
a lot of Saturday morning cartoons on ABC, CBS 
and NBC — the three main TV networks. But 
making ads for those networks isn't easy. They 
have lots of rules about what ads can show. Here 
are a few of their rules for a toy commercial: 

e [f it shows kids playing with a toy, it must show 
how real kids play. The kids and toy can't zoom 
around in space, for example. 

* Cartoons can be in the first part only. Most of 
the ad should deal with real things. 

* [t must tell if a toy has to be put together, or if 
other things like batteries have to be bought. 
This should also appear in writing. 

* The last five seconds must show only the toy. 

There are many local TV stations that don't 
belong tothese three networks. Many ofthem don't 
have such strict rules. It's easier to make ads that 
will appear only on those stations. But Tonka peo- 
ple wanted to reach the Saturday cartoon-watch- 
ers. те decided to meet the networks’ rules. 
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Keith (boy on left): 
“Here comes the GoBots 
Command Center.” 


parents put it 
together.... 


Announcer: “Your 


illustrator — Gerry Mooney 
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here are lots of things kids can do е prevent accidents. 
his poster shows 20 play-it-safe activities you Can try 
his year. Can you name them? (Answers are below.) , 


a 
Valentine's Day 
14 
Washington's 
Birthday ; 
22 
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Easter 


30 
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Monday Tuesday |Wec 


Columbus Day Columbus Day 
Holiday. 


Yom 
12 Kippur 


JANUARY TO MARCH: Putcleaning supplies out of reach of little children. Use pot holders. Move pot handles away f 
' APRIL TO JUNE: Wear a batting helmet. Unplug electrical appliances near water. Wear safety pads. Follow all traffic г 
`. small children. JULY TO SEPTEMBER: Swim near life guards. Wear a life preserver. Completely put out all campfi ires. 
not in between. Skate only where permitted. Sand or sait icy walks. 


Christmas 


25 


m stove edde. Ask an adult to show you how to use the stove. Check smoke detector alarm once a month. 
`s, Such as stopping at stop signs. Ride only in the direction of the traffic: Keep toys with small parts away from 
ke in pairs. Use your seatbelt, OCTOBER TO DECEMBER: Carry a flashlight when out at night. Cross at the green, 
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What should the commercial say to make 5-to- 
9-year-old boys want a Command Center? To find 
out, the company had boys play with a model of 
the toy. (Toy inventors were still working on it at 
company headquarters in Minnesota.) 

They also had 80 boys watch commercials al- 
ready made for other GoBots products. The toy 
company discovered that to get boys really inter- 
ested in GoBots, a commercial had to include a 
story about GoBots and show kids playing with 
them. That way kids would know how to use them. 

By November, toy company people had learned 
alot about their target audience. They made a list 
of whatthey thought the ad should include to make 
boys want the toy. It should show things boys liked 
about the toy, such as its buzzer. It should show 
that the toy can roll, walk and be a fortress. There 
had to be a story. And it should show kids having 
fun with the toy. 
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Writing 1 the Ad. 
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How can you squeeze all that into 30 seconds? 
That was the job for a writer at Tonka's advertising 
agency (a company that makes ads). 

He wrote a commercial that started by showing 
the word “GoBots.” He wanted kids to know right 
away that they were watching an ad for GoBots, 
not Transformers. Next, he wanted to show two 
boys in a backyard playing with the Command 
Center. “It would look more rugged in a natural 
setting than on a sofa," he said. The boys would 
use GoBots to act out a story, while making the 
Command Center do different things. 


People at the toy company and ad agency liked 
his commercial. They sent each network a story- 
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“You can change it to 
a land walker... 


“and a mighty 
fortress.... 


board of it. This has little drawings to show what 
the commercial will be like (something like the 
drawings along the bottom of this story). Before 
spending a lot to make the ad, they wanted to be 
sure the networks would let it on the air. 

The networks thought the commercial met their 
rules. But they wanted to see the toy to be sure it 
did what the commercial claimed. But factory- 
made Command Centers weren't ready yet. Only 
handmade models were available. Tonka decided 
to take a chance and make the ad. By the time it 
was done, the real toy would be ready. The ad 
agency had to send the finished commercial to the 
networks for final approval. They could send the 
toy along at that time. 


Wanted: Two 7-to-9-year-old boys with 
lots of energy and that “All-American” look. 

That's what the ad agency told several agents 
(people who get jobs for actors). The agents sent 
more than 40 boys to the ad agency's office in New 
York City. A video camera taped them two at a 
time as they said the lines in the commercial and 
с with a model of the ace 


Ad agency people picked the two boys who did 
the best job of looking like they were having fun 
with the toy. “I felt really good,” said Keith, when 
he learned he got the job. He knew he was about 
to earn a lot of money! For a network ad that’s 
seen nationwide, he could earn more than $1,200 
for each 13 weeks the ad was on TV. === 
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“GoBots sold 
separately." 


^Nine volt battery 
not included.... 
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The commercial wouldn’t go on TV until August. 
But it had to be ready by February to show at a 
big toy fair in New York City. That’s where toy- 
store people from around the country decide which 
toys to order. They like to see a toy’s commercial. 
They feel better about ordering toys whose ads 


might make kids want to buy. 


So the commercial had to be filmed in January. 
But the company that would do the filming was in 
New York. It’s cold in New York in January! How 


could they film boys playing outside? 


They could fly to someplace warm like Florida. 
That would be expensive. Instead, the film com- 
pany built a pretend backyard inside their studio! 
They nailed boards to a big frame so it looked like 
an outside wall of a house. They bought dirt, green 


plastic plants and a fence to put next to the wall. 
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"About a week before filming ¿ 
started, ad agency and film com 
` pany people decided how each sec-~ 
_ ond of the commercial would be shot. ^ 

— “When $50,000 is involved, you don’t _ 
- want to leave anything to chance, É said _ 
—an ad agency worker. 
-They played with a model of the toy to_ 
^ see how long it took to do each thing~ 
ey had to show. They also decided— 
how the boys should hold it so “ 
2 their hands wouldn’t block . " 
your view. 
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12 Keith: "Enemy (The buzzer 
GoBot attacking." buzzes.) 
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“I got to the studio at 7 o'clock in the morning,” 
said Keith. “I left at 7 at night.” It took 12 hours 
to film a 30-second commercial! That's how long it 
usually takes. 

First, it took a few hours to get everything ready. 
The lighting crew adjusted the lights until they 
made it look like the boys were outside on a warm 
sunny day. The make-up person got the boys made 
up. The wardrobe person had them try on several 
shirts to decide which colors looked best. 

Once filming started, each section was filmed 
as many as 20 times. Some scenes had to be done 
over because the boys flubbed a line or forgot to 
smile. “It’s hard,” said Keith. “You have to say the 
same line so many times. And you've got to move 
the toy and get it in the right spot at the right 
time.” 

Other scenes had to be redone because of the toy. 
The finished Command Center still wasn’t ready. 
The boys used a model of it. It wasn’t as sturdy as 
the factory-made toy that would later be in stores. 
The model didn’t roll or walk as easily as the real 
toy. (Many toys on TV commercials are handmade 
models because the real toys aren't ready yet.) 

Another reason the filming took so long was 
that the lights had to be adjusted again for each 
close-up shot. During these times, the boys 
watched TV in another room. It got boring. “But 
you have to stay fresh," said Keith. "If you do a 
good job, they might use you again." 
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People from the ad agency picked the best shot 
of each scene. These were shown to people from 
Tonka. They decided to replace the last scene with 
another version showing the boys having more 
fun. Then background music was added. So wére 
captions like ^Your parents put it together." An 
actor taped the announcer's part. The commercial 
was done—just in time for the toy fair. 
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But Tonka wasn’t ready to put it on TV. The toy 
wasn't in stores yet. And they wanted to be sure 
the commercial would actually convince kids to 
buy the toy. During the spring they tested it on 6- 
to-9-year-old boys. 

e In one test, 150 boys in California and New York 
were given "prize sheets" with pictures of several 
toys, including the Command Center. The boys 
checked the one they'd most like to own. Next, 
they saw a TV show and some commercials, in- 
cluding the one for the Command Center. Then 
they filled out prize sheets again. Would any boys 
who hadn't chosen the Command Center the first 
time choose it now? Some did. Tonka thought this 
showed the ad could make boys want the toy. 

e A New Jersey testing company used pairs of boys 
for another test. One boy watched the commer- 
cial. Then he described it to a friend. People from 
the testing company watched the boys through 
a one-way window. (The boys couldn't see them.) 
The testers were surprised to see that the boys 
couldn't remember the toy's name! They called 
it “GoBots Fortress" or “Mother Ship." Should 
Tonka spend a lot to change the commercial? The 
company decided not to. “If a boy said to his 
mother, ‘I want a GoBots Fortress,’ we knew she'd 
find our toy,” one worker said. There weren't 


oot 


many robot fortresses around. If there had been, 
they probably would have changed the ad. They 
wouldn’t want their commercial to get 
people to buy another company’s toy. 
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During the summer, the completed commercial 
and real factory-made Command Centers were 
sent to ABC, CBS and NBC. All three networks 
approved the commercial. 

The toy company had spent more than $50,000 
to make it. Now they had to pay the networks to 
show it. How much? They wouldn't say. But it can 
cost $40,000 to have a 30-second ad shown once 
during NBC’s Saturday morning shows. 

All that money is worth it to a toy company if a 
commercial helps it sell tons of toys. Tonka people 
wouldn’t say how many Command Centers this ad 
helped them sell. But it’s been running for more 
than a year on the networks and on some non- 
network stations, too. Tonka wouldn't pay to keep 
it on TV if it wasn't working. No matter how 
popular an ad is, if it doesn't sell toys, it isn't doing 
its job. 
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Look Behind the 
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When you see a commercial, don’t get carried 
away by its clever selling job. Figure out the ad- 
vertisers’ plan: 

e Who is their target audience? 

e What message are they trying to get across? 

e For a toy ad, are they following the networks’ 
rules (listed on page 10)? 

e For an outdoor ad, do you think they actually 
filmed it indoors on a make-believe set? 
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Announcer: “The 
GoBots Command 
Center... 


Keith: “Try and con- 
quer the world now.... 


“You're i sa 
Cop-Tur!” each sold separately. 


New from Tonka.” 
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Using only these 16 letters, how many words of three 
ог more letterscan you write downinthree minutes? 
(Among the words you can find are the names of 
w three games in our test.) 


Do you think a game like this would be 
challenging and fun? If you answered yes, 
then try Boggle. If you answered no, maybe 
you'd like one of the eight other word games 
in this report. 


What’s good about word games? 

e Word games are a fun activity the whole family can enjoy. Parents 
like to play word games with kids. So do grandparents, aunts, uncles 
and cousins. Even younger brothers and sisters can play some of them. 

e Some people think word games are educational. No one has proven 
that Scrabble, Option or Boggle will improve your vocabulary. But 
you might learn some new words. Maybe you'll even learn how to spell 
some old ones. 

e Word games are quite inexpensive. All but two of the games we 
looked at cost less than $10. The most expensive was $13. 

We asked our 8-to-12-year-old testers to tell us how easy it was to 
set up the games, to understand the instructions and to keep score. 
Each tester received two games. They played both games for a few 
weeks. Here’s what they told us. 
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Charlie and Marc found Boggle easy to set up and play. “All you 
have to do is take out the letter-container and shake it,” said Marc. 
^Any paper and pencil can be used for scoring." 

“Boggle was fun and everyone played at once. You didn't have to 
wait your turn," said Marc. "There isn't a lot of equipment so you don't 
need a lot of playing space," noted Charlie. ^And it's good for the whole 
family because any number of people can play." 
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Hanna, age 8, and Grant, age 10, played Scrabble for Juniors, which 
is an easy version of the Scrabble crossword game. Те are two ways 
ito play Scrabble for Juniors. One side of the boardyhas words and 
pictures for the players to match. The other side is blank so the players 
can form their own words. The player who completes the most words 
wins. 

“Even kids 4 and 5 years old could play this game,” said Hanna. 
Neither tester had any trouble setting up the game or understanding 
the instructions. But unlike Scrabble, it contains letters made of 
cardboard. One tore while Grant was playing. 

Both testers thought Scrabble for Juniors was too young for them. 
^[n any Scrabble game there's luck," said Hanna, "but this game is 
more luck than skill. If you're 8, 9 or 10 years old, you may not think 
this game is challenging enough." 


ilactrator — Ran Youngs 
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Twenty-one word cubes, a tumbler to shake them up in, and a timer 
are all you need to play Scrabble Sentence Cube Game. | 
There are four words printed on each of the cubes. The object of the 
game is to form sentences before the time runs out. 
Marc and Melissa, both 12 years old, thought Scrabble Sentence 
Cube Game was fun. But their younger brother and sister, aged 7 and 
8, found it too hard. 
“It was hard to get a sentence to make sense, but it's very educa- 
tional,” said Marc. Melissa felt the scoring could be improved. “You 
get 50 points for sentences with seven or more words. When you form 
asentence of 10to 15 words, you still get only 50 points," she complained. 
“But overall, I think it's a pretty good game, especially if you like. _ 
games that make you think. Also, it can be packed in a small bag and 
is easy to carry around," said Melissa. 


Hangman is a word guessing game. Only two people can play. You 
choose a word and your opponent tries to guess what the word is. With 
each incorrect guess a portion of the hangman is drawn. You must try 
to guess the word before the drawing is completed and the man is 
“hanged.” 

“Everyone knows how to play Hangman,” said Jenny. “The only 
difference is that this version used two special word trays instead of a 
paper and pencil.” 

“The letter trays were quite hard to open without adult help,” said 
Hanna. “It was also a chore to set up all the letters. And when you 
closed the trays the letters got messed up. It was very annoying.” 

“If you can play Hangman with paper and pencil, you wouldn’t want 
this,” said Jenny. “It’s a waste of time and money.” 

Both testers found the scoring was easy and the directions for playing 
were very clear. 


We sent the game Option to Edward and Allison, both 12 years old $Ë 
Option can by played by as many as four players. It is similar tol 
Scrabble, but it uses tiles that have a different letter on each side. So Ë 
you have twice as many spelling choices each turn. 

“We had the most fun when we could make tons of words by turning 
over one or two letters,” said Allison. “I also like the way the letters 
fit in the slots and don't slide around. I would never get tired of playing” X 
this game.” É 

Edward thought the game sometimes took too long to play. “But it 
was challenging and I wouldn't lose interest in it very quickly,” he 
added. 

Both testers thought Option might be difficult for younger players. 


Password, a game like the TV program ofthe same name, was tested /} fa 
by Charlie, age 12, and Cynthia; age 11. The object of this game isto ! 
guess the correct "password" from word clues given by your partner. 
The team with the most points wins the game. 

Cynthia found the instructions to be a little confusing at first. And 
Charlie thought this game was too hard for kids his age. (It is rec- 
ommended for ages 10 to adult.) 

“When I played Password, the younger players didn't know some of 
the passwords. So they gave the other team wrong clues," said Charlie. 
Cynthia also had trouble finding clues for some of the words. 

Password comes with a special feature called Lightning Round. It 


gives the winning team a chance to score extra points. Special Light- 
ning Round Cards are used along with a one minute timer. 

Cynthia liked this a lot. “In Lightning Round, the words were a 
little easier and the game was more fun.” 
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Jenny and Allison played Scrabble, the favorite game in our test. 
Scrabble is played by forming words on a playing board, using wooden 
letter tiles. Players try to get high scores by forming words with high- 
scoring letters. Or they try to place their words on special double- or 
triple-score squares on the board. 

Jenny and her friend Kirsten thought Scrabble's set-up and scoring 
were hard. “Because of ‘double word scores’ and ‘triple word scores, 
half of the playing time was spent trying to figure out the scores,” said : 
Jenny. Allison, however, liked Scrabble “because almost everyone 
knows how to play it. And it helps you to learn new words. It’s also 
good for different age groups.” 

“I liked the playing pieces,” said Jenny. “They're made of nice sturdy 
wood. Scrabble is a challenging game and my whole family can play 


it at once. UIPIWIORIDS 


Melissa and Edward, both 12 years old, tested Upwords, a word- 

building game. As with Scrabble, you can build a word across or down 
: the board. But in Upwords, you can also stack letters on top of each ‘ 
other to change the words into different words. 

"I don't think Upwords is a game the whole family would enjoy 
because it takes much too long between turns," said Melissa. Why? 
Because you can't always find words that would give some points. 

"It gets tiring at the end, when everyone has letters but can only 
make two-letter words," Edward said. “Upwords was very easy for me 
and many of my friends. But younger children found it hard to under- 
stand and make good words." 
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Word Yahtzee was a very hard game for our testers. It is played with 
seven letter cubes, a timer, a letter cup and the Yahtzee Score Pad. 
Players try to earn high scores by building words with high number 
values. Ten-year-old Grant said the instructions were very confusing 
and the game was too difficult for him. Cynthia thought Word Yahtzee 
wasthe right age level for her. But she said that filling out five columns 
of scoring was "very long and very boring. The game was slow and 
involved too much serious thinking." 


Answers 
RIA|T| IINIGIS (back cover) 
Games are listed 5 isi of fun. The best comes pe : "qm" Today, 

GAME . PLAYERS PRICE EVALUATIONS “Out” Tomorrow? "Holiday Maze 
SCRABBLE 2 to 4 $8 * co d x === === 
BOGGLE any number $7 * ж ж ж 10 Fd 
OPTION 2to4 $13 * * * ж 10 
SCRABBLE FOR 
JUNIORS 2to4 $7 жж x 1⁄ 
HANGMAN 2 $12 жж ж 10 
PASSWORD 2to4 $6 kkk 
SCRABBLE | 
SENTENCE CUBE anynumber $6 wk 
UPWORDS 2to4 $10 kkk EBETSPACMXZ 
WORD YAHTZEE any number $5 tro TR 
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From History to Snacks to Holiday Gifts 


THE EVERYTHING THING 


Can you guess what this mystery thing is? 


Natives in the West Indies wore 
it as a corsage when Christopher 
Columbus landed. 


It was the first dry cereal in 
America. The pilgrims covered it «== 
with fruit and cream and ate it 
for breakfast. 


Some American Indians used it 
in religious ceremonies. They 


пе kids makeit and sellitto: 4 believed spirits were caught in it. 


raise money. 


Kids across the country make 


festive holiday-tree ^A", 

decorations мі It is often packed into boxes to 

with it. 2 S protect fragile things during 
shipment. S 


< gift. | 

AJo ә And it’s not expensive, 

4 even though it does all 
this and more. You can 
find it almost anywhere. 


4 / l > 
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y AJ; A What is this extraor- 

Z "7 dinary thing? Turn the 
page to find out—and to 
see how you can turn it 
into a great last-minute 
gift! bb 
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illustrator — Craig Boldman 
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Does someone on your gift list have a new pop- 
corn popper? Does someone love popcorn, or eat 
only low-calorie snacks? Here’s how you can turn 6652 
this favorite snack into a great holiday gift for BEES 7 mm 
them. A decorated jar of popping corn is inexpen- 
sive and fun to make. The jars can be painted with 
special model paint. Or if you prefer, draw the 
decorations on homemade labels like the ones on 
these two pages. Supplies you'll need are: 

e A large, empty jar (like an old peanut butter jar). 
Be sure it's squeaky clean and dry. 

e Heavy paper (that glue won't seep through) for 
the label. 

e Narrow-tipped markers. 

e Glue. 

e Model paint. (If you plan to paint the jar, this is 
the kind of paint you should use. It won't wash 
off after it dries. But it can be difficult to use.) 

e Cloth (to cover the cap of the jar). 

Sketch the words and decorations for your label 
on a piece of scrap paper first. Use the information 
“on these pages for ideas. 


Paínt decoratíons on the jar. 


From Indian headdresses to carnival wagons, 
simple drawings on your jar can show popcorn's 


history. Try using decorations like these: 
WA 
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Some Indians believed 
the spirits in the corn 
escaped when kernels 
popped. They presented 
popped corn as a gift to 
the god of water. 


An Indian named Quad- 
equina brought a bag of 
popcorn to Thanksgiv- 
ing dinner in 1621. Soon 
the pilgrims were eating 
popcorn soup and pop- 
corn cereal. 


In 1885, popping 
machines on red, white 
or green wagons began 
traveling to circuses, 
carnivals and parades. 
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Fill the jar with popping-corn. 

There are many different kinds of popcorn to choose from. Fancy 
popping-corn like Orville Redenbacher's may cost three or four times 
as much as store brands. But the less expensive popping-corn just 
might be a better gift. Here’s why: 

Fancy corn kernels are lighter in weight than ordinary ones. They 
may pop well in some poppers. But hot-air types of poppers can shoot 
out lots of these lightweight kernels without popping them. Sometimes 
3 out of every 10 kernels don’t pop. Some of the companies that make 
hot-air poppers even say not to use fancy popping corn. 

A fifth-grade class in New York City found this to be true. They 
planned to make and sell popcorn to raise money for a class trip. But 
first they had to decide which brand of popping-corn to use. They 
bought Redenbacher’s (at $1.28 per pound) and Pathmark store brand 
(at 32€ per pound). 

First they tested ^pop-ability? They counted the same number of 
kernels for each brand. Then they popped each brand in a hot-air 
popper and counted how many kernels didn't pop. Redenbacher's had 
more unpopped kernels. 

The class also conducted a taste test. More than 500 kids tasted both 
brands, without knowing which was which. Once again, Pathmark 
brand won, 345 to 155. So the students didn't give up taste to save 
money, either. 

So think twice before spending a lot on popping-corn to put in your 
jar — especially if it's headed for a hot-air popper. 


Make a useful label. 


Popcorn starts out as a very healthful snack. It's not sugary, and 
chewing it might even help your teeth and gums. It's high in fiber. 
One cup (popped) contains only 25 calories. That's good news for people 
who are watching their weight. Popcorn is also good news for people 
who nave hypertension (high blood pressure). They often need to cut 
down on sodium, and popcorn has almost none. 

But popcorn doesn't always stay so healthful. People pile on butter 
and salt. For every tablespoon of butter or margarine poured on, you 
add about 100 calories. And for every half-teaspoon of salt shaken on, 
you add about 1,000 milligrams (1 gram) of sodium. 

You can remind people of this by gluing a Nutrition Note onto your 
jar. Copy the label shown here. Use narrow-tipped markers and print 
clearly. 

This label can also tell what to do if the popping-corn won't 
pop. It's not spirits that make popcorn pop, as the Indians 
believed. It's water. There's a tiny drop in each kernel. When 
heated, the drop of water turns to steam, which needs more 
! Ss AE Fae room than water. It keeps pushing outward until the shell 

10Р РоРРЕр CORN HAS explodes. But if there’s not enough water inside, the kernel 

Фо CALORIES can't pop. (About 2 out of every 100 freshly stored kernels has 


this problem.) 
Q~ зр IUM If popping-corn gets too warm or is left uncovered for a while, 
1+bs. BUTTER ADDS IOo CALORIES 


the water inside may evaporate (go off into the air). So it’s 
: important to keep popping-corn in a tightly closed jar, and to 
| store the jar in a cool place. 
| 1.FILL JAR Эд FULL WITH KERNELS | If all this fails, though, you can put the pop back into the 
HZ Ас? 1 TbhS. waTeR kernel. Just pour kernels into a quart jar until it’s three-fourths 
full. Add a tablespoon of water. Close the jar tightly for a few 
days to let the water get into the kernels. They should soon be 
their old popping selves. 
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“Holiday Maze 


The board game Jenni's dad gave her had a piece 
missing. They decided to take it back to the store 
and exchange it for another game. But first they 
had to find the receipt. Can you help them find it, 
and then help them reach the store? 


“1 ~ 
уч 
\ 


w 


К 
aS 
\ = š 


Answers are on page 18. 
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“Тп” Today, “Out” Tomorrow? 


Cabbage Patch Kids and robots are “in.” Will they still 
be popular in a few years? Remember Pac Man and 
Donkey Kong? Just three years ago, these video games 
were hot. Now theyre not. Toy fads can fade fast. It was 
the same when your parents were kids. Here are some 
1950’s toy fads that aren’t as popular today: 


Hula Hoop-— Kids had contests to see who could twirl 
this around their hips the longest. 

Pogo Stick— Kids liked to hop with this. 

Chatty Cathy— One of the first talking dolls. 

Betsy Wetsy—You guessed it. She wet her diapers. 

Toni Doll —Kids could give her hair a permanent. 

Daniel Boone Coonskin Cap— Kids used this dress- 
up hat to pretend to be the hero of a popular TV show. 


All these former fads (including the two video games) 
are hidden in this puzzle. Draw a circle around each. Then. 
look at the 10 uncircled letters in the first column. They 
spell the name of a riding toy that was really “in” more 


DANIELBOONE 
POGOSTIEKVC 
DAPOGOOXPAO 
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LDLDENDANIK 
OBXAXYHULQI 
CDONHKKONRN 
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LLODINOTNZA 
PTONCHZPTGP 
CHATTYCATHY 
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DONKELSPACM 
YSTEWYSTEBO 
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